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ECAUTIONS 
PLEASE CAREFULLY READ THE SEPARATE HEALTH AND SAFETY PRI 

BOOKLET INCLUDED WITH THIS PRODUCT BEFORE USING YOUR NINTENDO” 
HARDWARE SYSTEM, GAME PAK OR ACCESSORY. THIS BOOKLET CONTAINS 
IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING WARNINGS BEFORE 
YOU OR YOUR CHILD PLAY VIDEO GAMES. 


| WARNING - Seizures 


* Some people (about 1 in 4000) may have seizures or blackouts triggered by light flashes or patterns, such as while 
i ing vi i i before. 
watching TV or playing video games, even if they have never had a seizure “i ; 
° fRajoe wo rs hed a seizure, loss of awareness, or other symptom linked to an epileptic condition should consult a 
doctor before playing a video game. : ; : 
* Parents should watch when their children play video games. Stop playing and consult a doctor if you or your child 


lowing symptoms: 
mem sera me Eye or muscle twitching Loss of awareness 
Altered vision Involuntary movements Disorientation 
© To reduce the likelihood of a seizure when playing video games: 
1. Sit or stand as far from the screen as possible. 
2. Play video games on the smallest available television screen. 
3. Do not play if you are tired or need sleep. 
4. Play in a well-lit room. 
5. Take a 10 to 15 minute break every hour. 


AAWARNING - Repetitive Motion Injuries and Eyestrain 


Playing video games can make your muscles, joints, skin or eyes hurt after a few hours. Follow these instructions 

to avoid problems such as tendinitis, carpal tunnel syndrome, skin irritation or eyestrain: 

* Avoid excessive play. It is recommended that parents monitor their children for appropriate play. 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* If your hands, wrists or arms or eyes become tired or sore while playing, stop and rest them for several hours 
before playing again. 

* Ifyou continue to have sore hands, wrists or arms or eyes during or after play, stop playing and see a doctor. 


A\WARNING - Battery Leakage 


Nintendo portable video game systems contain a rechargeable lithium ion battery pack. Leakage of ingredients 
contained within the battery pack, or the combustion products of the ingredients, can cause personal injury as well 
as damage to your hardware. If battery leakage occurs, avoid contact with skin. If contact occurs, immediately wash 
thoroughly with soap and water. If liquid leaking from a battery pack comes into contact with your eyes, immediately 
flush thoroughly with water and see a doctor. 

To avoid battery leakage: 

* Do not expose battery to excessive physical shock, vibration, or liquids. 

* Do not disassemble, attempt to repair or deform the battery. 

* Do not dispose of battery pack in a fire. 

* Do not touch the terminals of the battery, or cause a short between the terminals with a metal object. 

* Do not peel or damage the battery label. 


The official seal is your assurance 
that this product is licensed or 
manufactured by Nintendo. Always 
look for this seal when buying 
video game systems, 

accessories, games Cuca 
and related ( Ginienas)) 
products. b_ seat 
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without the Official Nintendo 
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THIS GAME PAK WILL WORK ONLY WITH THE GAME BOY® 


ADVANCE, GAME BOY® MICRO, OR NINTENDO DS™ 
VIDEO GAME SYSTEMS. 


THIS GAME PAK INCLUDES A MULTIPLAYER MODE 
WHICH REQUIRES A GAME BOY® ADVANCE 
GAME LINK CABLE. 


Important Legal Information 


EVERYONE 

po Visit www.esrb.org 
for more ratings 
information. 


ESRB CONTENT RATING 


www.estb.org 


Copying of any video game for any Nintendo system is illegal and is strictly prohibited by 
domestic and international intellectual property laws. “Back-up"or “archival” copies are not 
authorized and are not necessary to protect your software. Violators will be prosecuted 
This video game is not designed for use with any unauthorized copying device or any 
unlicensed accessory. Use of any such device will invalidate your Nintendo product 
warranty. Nintendo (and/or any Nintendo licensee or distributor) is not responsible for any 
damage or loss caused by the use of any such device. If use of such device causes your 
game to stop operating, disconnect the device carefully to avoid damage and resume 


normal game play. If your game ceases to operate and you have no device attached to it, 
please contact the game publisher's “Technical Support” or "Customer Service” department 


The contents of this notice do not interfere with your statutory rights, 
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and international intellectual property laws. 
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Game Boy® Advance Game Link® Cable Connection 


Please read the manuals accompanying all peripherals you will be using, in addition to this 


manual. 
“When using a Game Boy” micro, please read the Game Boy” micro instruction booklet when connecting sytems. 


Link Play Warnings 

The following can cause systems to fail to link properly or malfunction: 

* Using a cable other than the Game Boy” Advance Game Link” Cable or Game Boy” micro Game Link” 
Cable, or a connector other than the Game Boy” micro Conversion Connector. 

+ Failing to insert the Game Link” Cable completely. 

* Removing the Game Link” Cable while linked. 

* Connecting to another system. 


You will need: 

* Game Boy” Advance or Game Boy” Advance SP... 
* "Yu-Gi-Oh! ULTIMATE MASTERS World Championship Tournament 2006" Game Pak. 
* Game Boy” Advance Game Link” Cable... asec 


2 Systems 
2 


Connection Diagram 


Connecting the Game Boy® Advance Game Link” Cable 

1. Make sure that each system's power switch is set to OFF before inserting a “Yu-Gi-Oh! ULTIMATE 
MASTERS World Championship Tournament 2006” Game Pak into each system. 

2. Connect the Game Link” Cable to each system's external expansion connector. 

3. Turn each system's power switch ON. 

4. Follow the instructions for link play on P. 25. 


+Control Pad 


START 
SELECT 


This section explains how to use the Game Boy® Advance to navigate menu screens, edit 
Decks, compete in Duels, and use the Name Entry Screen. 


R Button 


A Button 


B Button 


Deck Edit Screen Controls (P. 12-23) 


A Button Select item/Move card/ START Display card details 
Set card favorites rank SELECT Switch card display 
B Button Go back to previous item L Button/ F 
[Control Pad | Move cursor R Button Switch between Deck and Trunk 
Duel Screen Controls (P. 32-39) 
Select item/Display Duel Menu/ Confirm degree of achievement of victory 
anton Draw/Display list/Confirm activation ‘dine conditions (during Theme Duels). 
; Proceed to next Phase/ Move cursor to Monster Card, etc,/ 
eat Skip activation confirmation annie Hide list or window 
+Control Pad | Move cursor R Button Draw/Display card description 
START Display card details 


Name/Password Entry Screen Controls (P. 10, 30) 


Menu Screen Controls A Button Input character START End input 
A Button Enter B Button Delete 1 character L Button/ Switch character type (Name Entry) 
B Button Go back to previous screen +Control Pad | Select character R Button Move cursor 1 character (Password Entry) 


| +Control Pad 


Move cursor 


On the Main Menu, you can edit a Deck or start a Duel. Press Up/Down on 
the +Control Pad to choose an option and press the A Button to enter your 
selection. 


Insert the Game Pak into the Game Boy” Advance and turn the power ON. 
The Title Screen will be displayed. 


Use the +Control Pad to select “Continue” or “New Game” and press the 


a sepaiiiaaatia hada Deck Edit (P. 12) Put together a Deck using the cards you currently own. 
Free Duel (P. 24) Face off in a Duel against the CPU or another player. 
> New Game Challenge! (P. 26) Test your dueling skills under a variety of conditions. 
Select this option to start a new game from the beginning. First, Get Cards (P. 28) Use the DP (Duel Points) you win in Duels to acquire new cards. 
input your player name. When you are finished inputting your Forbidden/Limited List (P. 30)| View the list of forbidden and limited cards. 


name, press START to confirm. Then choose a player face icon 
and a starting Deck (P. 12) to proceed to the Main Menu. 

*If you select “New Game” and play data already exists, a warning screen will 
be displayed. Be careful - if you press START on this screen, the existing play 
data will be erased. 


Options (P. 31) | View your status and change game settings. 


' Saving the Game 


Your game data will automatically be saved each time you finish a Duel, 
edit a Deck, or acquire a new card. 


b> Continue 
If play data already exists, select this option to continue playing where you left off. 


Select “Deck Edit” from the Main Menu to build a Deck with the cards you currently have 
for use in Duels. 


What is a Deck? : aa at 


To participate in a Duel, you will need to build a Deck with the cards you own. Your basic Deck is 
called the “Main Deck,” and there are 2 other types as well. These Decks can be edited on the 
Deck Edit Screen by mixing and matching the cards in your Trunk. 


This is your basic Deck. It is composed of various cards, excluding Fusion Monster Cards (P. 57) 
8 Side Deck 

This Deck is used during Match Duels (P. 32) or in Link Duels (P. 25). 

A Fusion Deck 

This Deck contains only Fusion Monster Cards (P. 57). 


All cards that are not part of a Deck are stored in your Trunk. 
Any new cards you acquire are also stored in the Trunk at first. 


First, select an anton from the Edit Menu to decide what you want to do 
on this screen. If you select “Deck Edit” or “Favorite,” the cursor will 
move to the Search Menu. 


"Here, you can use the Deck Menu (P. 17) to save card combinations (Recipes) and load 
saved Recipes. 


The Search Menu lets you aacily search for cards by sorting and filtering 
the Card List. When you are done, choose the arrow button and move the 
cursor to the Card List. 


Move the cursor to a card and press the A Button to switch cards or 
change the favorites rank. 


Cle caneaan—ret least cemcesethioneomenecoe weltahaenserr* 
CR ar sae am ae 


On the Deck Edit Screen, you can view a list of cards in your Decks and Trunk and move 
cards from one place to another. 


EME! Level 1 to 4 Monster Cards {REHE)) Level 5 and 6 Monster Cards 
"iia ‘| Level 7 and Higher Monster Cards EB Spell Cards [By Trap Cards 


Deck Edit Screen Layout i 


Press the L or R Button on the Deck Edit Screen to switch the Card List between the Main Deck, 
Side Deck, Fusion Deck, and Trunk. 


b> Card Info 
Shows the card's illustration and icons indicating its category, effect, and type (P. 22). 


Bl Edit Menu (P. 16) BB Card Illustration Ae 
Bi Deck Name The color of the frame indicates 
Ei Search Menu (P. 18) the category of the card. 1 
Gi Deck Info B Forbidden/Limited Cards i 
Ei Card Info (P. 15) Use of these cards in Duels is 
Gi Card List forbidden or limited. © Number of Cards Gi Favorite 
Number of Cards Displayed =] Forbidden Cards The number of cards in each The favorites rank you set for 
is Deck (Trunk). the card (P. 16). 
»>> Deck Info EJ Limited Cards Ei Basic Info El Type/Effect Icon 
Shows the number of cards by category and level in the currently displayed Deck (Trunk). 3 Semi-Limited Cards ae abou Bisleecd: pag a baton 
[E] Normal Monster Cards J] Fusion Monster Cards Ey New Card Icon 1) Level EO) ver icon (for special Spell/Trap 
Effect Monster Cards EE] Ritual Monster Cards Displays newly acquired card. ATK Cards). 


B) Attribute Icon 


edit a Deck, set favorites rank, and toggle the screen display. 


|cF| Deck Edit icc ome | 1 


Mix and match cards to edit a Deck. When this option is selected, the 
cursor moves to the Search Menu (P. 18), allowing you to sort and filter 
the Card List as you choose your cards. 


Set the favorites rank for cards. Favorites rank can be set between 

1 and 5. When this option is selected, the cursor moves to the Search 
Menu, allowing you to choose cards in the same way as “Deck Edit.” 
* The initial favorites rank for all cards is 3. 


same function by pressing SELECT. 


First, choose what you want to do on the Deck Edit Screen from the Edit Menu. You can 


Toggle Screen Displa ‘i co ae | 


Set the Card List to display only the card images. You can also perform the 


Select this option to change the name of a Deck or clear its contents. 


Save Recipe 


Read Recipe 


Save the current Deck configuration as a Recipe. You can save up to 60 different Recipes. 


Load a saved Recipe and change the Deck to that card combination. If the Recipe 
contains cards that you do not have, those cards will not be put into the Deck. 


Change Recipe Name 


Change the name of a saved Recipe. 


Empty Deck 


Put all cards in the Main Deck, Side Deck, and Fusion Deck back into the Trunk, 


Reset Deck 


Restore the Deck to its configuration when the Deck Edit Screen was first opened. 


Edit Deck to Fit 
Limited Card List 


If there are Forbidden or Limited Cards in the Deck, reduce the number of 
those cards to match the restriction limit. 


Change Deck Name 


Change the name of the Deck. 


Card Description Display 
Settings 


Choose whether or not to display icons for attribute and effect type when 
moving the cursor to a card. 


The Search Menu lets you sort and filter the Card List. When you are finished, use the \PAatk Sort Monster Cards by ATK from highest to lowest. 

arrow button to proceed to the Card List. wh | Sort Monster Cards by DEF from highest to lowest. 

lesa] Arrow Button ita 4 eH. @ Forbidden/Limited | Display Forbidden, Limited, and Semi-Limited cards first (other cards are displayed at the end by frame color). 
Move the cursor to this button and press the A Button or Down on the +Control Pad to move the [ij New Cards Display newly acquired cards first. 

cursor to the Card List (P. 20). (©) By Favorite Sort cards by favorites rank, from highest to lowest. 


Filter by Favorite PTE | | 


* Sorting by level, attribute, type, ATK, or DEF causes Spell/Trap Cards to be displayed last. 


Choose this option to display only those cards with the given favorites rank (1 through 5) that you 
chose in “Favorite” (P. 16). Press Upaown on the +Control Pad to choose an icon. 


a 1 and higher ao 2 and higher 3 and higher & 4 and higher B 5 only 


Filter the Card List so that only certain types of cards are displayed. First, choose a genre icon 
from the list below. Then choose which types of cards to display for that icon (P. 22). 


Cancel filter and display all cards. 


Display only cards of a certain category (frame color). 

Display only Monster Cards of a certain level. 

Display only Monster Cards of a certain attribute. 

Display only Monster Cards of a certain type. 

Display only Spell/Trap Cards with a certain effect, or only normal Spell/Trap Cards, 
Display only cards with a certain effect type. 


—_ the order in which cards are displayed in the Card List. Select one of the reo sort 
order icons and press the A Button. 


Alphabetically By Name | Sort cards in alphabetical order. Ei Card Type Sort cards by category (frame colar} 
oa MONSTER/Level | Sort Monster Cards by level from highest to lowest. 
[RJ MONSTER/Attribute | Sort Monster Cards by attribute. |{@JMONSTER/Type | Sort Monster Cards by type 
Sort Spell/Trap Cards by effect icon. (Monster Cards are displayed at the end) 


The Card List lets you view cards you own one at a time, set favorites rank, and add cards >>> Favorites Rank Icon Menu 


to a Deck. 


Card 


Move the cursor to a card in the Card List and press the A Button to 
display the Icon Menu. Choose an icon by pressing Left/Right on the 
+Control Pad and press the A Button to move the card or set its favorites 
rank. 

You can view details about a card by pressing START. Also, pressing and 
holding the R Button brings up a description of the card. 


When setting favorites rank, you can change a card's favorites rank or 
view a detailed description of the card. 


@ raul @ @ Change Favorites Rank 


ye) View Card Details 


oat: 


Deck Editing Tips 


Keep the following tips in mind when you edit your Deck. 


Stay close to 40 cards per Deck 
The fewer cards you have in your Deck, the more likely the card you want will come up 
| when you need it, making it easier to plan a strategy. Try to keep the number of cards ii 
| your Deck as close to the minimum of 40 as possible. A Deck made up of 20 Monster 
|| Cards and 20 Spell/Trap Cards provides a good balance when you are just starting out. 


>>> Deck Edit lcon Menu 


When editing a Deck, you can move a card to a Deck or the Trunk, or view 
a detailed description of the card. 


; : || Keep High-Level Monster Cards to a Minimum 
& Add to Main Deck (2) Putin Trunk | Monster Cards of level 5 and above cannot be used unless you Tribute Summon (P. 63). 
8 Add to Side Deck - View Card Details || If you put too many of them in your Deck, you might not be able to summon them when 


|| you need them, so be careful. 
ial Add to Fusion Deck | 


represented by icons. 


Cards come in many different categories, effects, and attributes. All of these are 


For detailed information about card categories and effects, see the 
explanation on P. 55-60 and the detailed card descriptions in the game. 


Monster Card Frame Icons 


[fi Normal [Fusion 


Ritual 


[lettect 


Spell and Trap Card Frame Icons 


[soe [lta 


Spell and Trap Card Attribute Icons 


Espen Cire 


Monster Card Attribute Icons 


= 


EARTH 


@Jucur if) park 
Gawarer EJ FIRE 


oie. 
q) 


WIND 


Monster Card Type Icons 


my Warrior Spellcaster Fairy 


Zombie 


& Machine Aqua Pyro why Rock 


Winged Beast 


Plant Insect Thunder Dragon 


Beast 


9 Beast-Warrior Dinosaur Fish 


ed Sea Serpent 


Reptile 


Spell and Trap Card Effect Icons 


(Bfauick-Piay 


Be ae (®] continuous Ol counter 


- 7 
Ki) Ritual No Icon 


Purpose Icons 


Recover Life Points 


Deck Destruction 


ey... 
Sag Attribute Type 


Spirit 


l=] Union LM!) LV Monsters Elemental Hero 


Token 


tj Increase/Decrease ATVDEF farfiua Pierce Attack Support 


Special Summon 


Get Control 


Cancel Out Effect 


In Free Duel, you can face off in a Duel against a computer player at different levels or ’ 
against another human player. (When you play the game with Nintendo DS, Link Duel wil! 
not be displayed.) 


Campaign = i 
Engage in a Duel against the computer. Press Left/Right on the +Control 
Pad to select an opponent, and Up/Down to set the opponent's level. 
Press the A Button to continue. Displayed below your opponent is your 
current number of wins, draws and losses. 


>> CPU Levels 


The first time you play the game, you can only select a level 1 computer Opponent. As you 
progress in the game and fulfill certain requirements, you will be able to select higher levels. 


DP (Duel Points) 


When you complete a Campaign, you earn DP (Duel Points) based on your 
results. DP can be exchanged for new packs and cards on the Get Cards 
Screen (P. 28). 


Link Duel sitions aL 


Select this option to Duel against a friend using a Game Link” Cable. 
Please read carefully the instructions on how to connect the Game Link® 
Cable (P. 06) first, to ensure that you connect the cable properly. 

Ea Connect 

First, the game will check your Game Link” Cable connections. Once the 
connection is established, the screen will change. 

E24 Choose a Duel Form 

Next, Player 1 chooses the Match format. In Link Mode, you can choose either a 
Single Duel in which the winner is decided by one Duel, or a Match Duel (P. 32). 
E1 Choose a time limit and start the Duel 

Finally, Player 1 chooses whether or not to have a time limit (between 5 and 60 minutes). 
After that, select “OK” by pressing the A Button to start the Duel. 


Connection Error 


If the Game Link® Cable is disconnected during a Link Duel, the screen to 
the right will appear. When this happens, press the A Button to return to the 
Main Menu and start over from the beginning. 


Cle neal 


hallenge 


This mode lets you test your dueling skills in puzzle-type Duels and Duels with special 
limitations and conditions. 


Duel Puzzle 


The screen will show a Duel in progress. Your job is to find a way to win 
on that turn. Choose a puzzle to solve by pressing Up/Down on the 
+Control Pad and enter your selection with the A Button. 


Challenge Icons 


When selecting a problem to solve from Duel Puzzles, Limited Duel, or 
Theme Duel, the screen will display the following icons as well as records 
of your progress so far. 


vf Problems Solved = @ Problems Failed fo New Problems 


Limited Duel H are! | | 


Compete in Duels under a variety of limitations, such as cards or effects 
that cannot be used. 


Theme Duel 


In this mode, each Duel is based on a different theme (e.g. battle damage 


per attack or life recovery). To win, you must meet the victory conditions 
for the theme. 


Survival Duel aia | | 


In this mode, you keep dueling as long as your Life Points (P. 43) hold out. 
When you win a Duel, you can choose whether or not to move on to the 
next Duel. You can continue until your Life Points reach 0. 


Best record vin(e) 
ON Bet OT Ai 


CTs 


Cones! 


GetiCards. 


Select this option to exchange the DP you have won in Campaigns (P. 24) for new cards. 


Exchange Duel Points for Packs 
Spend DP to obtain packs containing new cards. 


Input the eight digit password located on the lower left of a “Yu-Gi-Oh! TRADING CARD GAME” 
series card to obtain that card. Using the Password Machine costs a set amount of DP. 


A Choose a pack type 
Use the +Control Pad to choose the type of pack. As you progress in 
Campaigns and Challenges, more types of packs become available. 


EA Choose a pack 
Choose the pack you want and press the A Button. An “OK" mark will 


appear. Then select “Exchange” at the bottom of the screen to save your 
data and exchange your DP for the selected pack. 


E] Open the pack 

Choose a pack by pressing Up/Down on the +Control Pad and press the A 
Button to view the contents of the pack. By pressing the B Button, you can 
view the entire contents at once. 

Move the cursor to a card and press the A Button to view a detailed 
description of that card. Press the B Button to finish viewing the pack. 


>>> How to Enter a Password 


Use the +Control Pad to select a number and press the A Button to input li 

the number. Press the L Button to move the input cursor 1 space left, and ae 
the R Button to move it 1 space right. Select “DEL” to reset all numbers to fete 

0. When you are finished, select “OK.” The required number of DP will be 
displayed. Select “YES” to acquire the card. 


Points to Remember about Entering Passwords 


You cannot get cards that are not included in this game by entering their 
passwords. 


Select this option to view a list of cards whose use in Duels is forbidden or limited. 


Forbidden/Limited Card List Layout Cirle 


The layout of the Card List and icons and the procedure for viewing the list are the same as on 
the Deck Edit Screen (P. 14). Press the L or R Button to switch between viewing all cards, 


Forbidden Cards, Limited Cards, and Semi-Limited Cards. 
Ml Forbidden/Limited Card List Menu Forbidden/Limited Cards 


Bi Currently Displayed Card List , 
The numbers on the side show the @ reldeneeee 


number of cards. 


[Bi Limited Cards 
[ Semi-Limited Cards 


Forbidden/Limited Card List Menu 
Select by pressing Left/Right on the +Control Pad, and press the A Button to confirm. 


[P| View List View Card List. 

(E#4| Toggle Screen Display | Toggle the Card List display to show only card images. 

[EG] Switch List Switch Card List. 

[ER | Enter avcuara Enter a password (available in magazines and on the Yu-Gi-Oh! website) to 
update the Forbidden/Limited Card List to the most current version. 


30» 


=Options 


Select this option to view your current status or change the language displayed in the 
game. 


Your Status i "aaiaeaaliT | | 


Select this option to view your completion ratio in Challenge Mode (P. 26). a a 

You can also change your player name on this screen by moving the ———-— 

cursor to “Change Name,” and change your player icon by selecting } pry Gm NE 

“Change Icon.” fae bal € 
Sarvieal Ol Won) 
range Name range icon 


Select this fia to choose one of 6 languages to display during the 
game. Use the +Control Pad to choose a language and press the A Button 
to enter your selection. 


When a Duel starts, the first thing that happens is a coin toss like the one on 
the screen to the right. Select either “Heads” or “Tails” for the coin toss. 


If you win the coin toss, you can choose to attack either first or second. 
Once you have made your selection, the first 5-card Hand will 
automatically be drawn and the Duel will begin. 


Duels are conducted in accordance with the rule set from the 


Yu-Gi-Oh! TRADING CARD GAME" (P. 40). 


Vv 


Match Duels 


In Link Mode (P. 25), you can choose to play a Match Duel where the first 
player to win two out of three rounds is declared the victor. 

Match Duel Rules 

In the second and third rounds of a Match Duel, you can use cards from your 
Side Deck. After the Duel is over and the results are displayed, the game will switch to the Card 
Exchange Screen. Exchange cards within 3 minutes. In the second and third rounds, the loser of the 
previous round gets to choose whether to attack first or second. In the event of a tie, a coin toss is 
used to decide. 


This is the screen where Duels are fought. Use the +Control Pad or the L Button to move the 
cursor around to your cards and Deck. 

* Only displayed if a time limit has been set using the Time Limit option on the Link Duel Screen. 

i Current Turn Number ‘EI Sub Information Window O)-or 

Bi Information Window Number of cards removed from the Duel 
Bi Time Limit 

EB Opponents LP 

Gi Current Phase (P. 51) 
Gi Your LP 


B Number of cards in the Graveyard 
@ Number of cards left in your Deck 


£3 Duel Field (P. 41) 
EI Name of the card the cursor 
is pointing to 
Your waiting time 
> Information Window 
View information on the card highlighted by the cursor. 
Ef Card Illustration B Icon 
The color of the frame indicates These show the card's attribute, 
the category of the card (P. 55). type, and/or effect (P. 22). 


Ei Level BAK Ei DEF 


Duel.Controls: 


This section explains the various controls used on the Duel Screen. Learn how to use 
them, and you'll be well on your way to becoming a Duel Master. 


Move the cursor to your Hand, your Deck, or a card on the Duel Field and press the A Button to 
bring up the Duel Menu. This menu lets you do a number of things with cards. 

The options available on the menu that appears depend on the selected card and the current 
Phase. For details, see “Duel Flow” (P. 47). 

* When you move the cursor to a card that lets you Summon . activate an effect Ea. or Special Summon @. amenu 
icon will be displayed indicating that fact. 


& Draw 


During Draw Phase (F (P. 47), draw 1 card by moving the cursor or to the Deck 
Zone (P. 41) and selecting it. 

You can also draw a card by pressing the R Button during Draw Phase. 
CA cara View 

View detailed information about 2 a card (P. 55). 


ia Summon 


Summon a Monster Card from your Hand and place iton the Duel | Field i in face-up Attack Position. 


Base 


Set Monster Cards onto the Duel Field in face-down Defense Position and set Spell/Trap cards 
from your Hand face-down on the Duel Field. 


fa Flip Summon 


Flip a Monster Card from face-down Defense Position to face-up Attack 
Position. 


Papatk Pos. 


Change a Monster Card from Defense Position to Attack Position. 


ica] Def Pos. 


Change a Monster Card from Attack Position to Defense Position. 


“DUEIS/Duel|Controls\(2) 
Ed Activate 


Activate Spell/Trap Cards on the Duel Field as well as Effect Monsters. 
Also set a Spell Card in your Hand face-up onto the Duel Field so that it 
takes effect immediately. 


Pg attack 

Select this command during Battle Phase to attack using a Monster Card 
with an Attack icon. If your opponent has a Monster Card on his Field, you 
will be asked to choose a Monster Card to attack after selecting the 
“Attack” icon. Attack Icon 


This icon is shown over Monster Cards 
that can attack during Battle Phase. 


fad Surrender 


This command is shown when you select your own Deck Zone (P. 41). 
Select it to declare defeat and quit the Duel. The Surrender icon becomes 
available beginning on the 10th turn of the Duel. 


Be» 


view Card List 
This command is shown when you select the Graveyard, Removed Card Zone, or Fusion Deck 
Zone (P. 41). Select it to view a list of those cards. 

Move the cursor to a card and press START to view a description of that card. You can also sort 
(P. 18) and filter the list (P. 19) by moving the cursor to any of the icons. 

* Initially, cards in the Graveyard and Removed Card Zone are listed in the order they were sent there, while isla Deck 
cards are shown in the order set on the Deck Edit Screen. 
El Card Illustration Gi Son 

Bi Name of Current List G Filter 

El Info Window (P. 33) 


G1 Card Status Icons 
These icons show the card's status and its current location. 


@ Graveyard g% Deck 


@ Removed 482 Effect Negated 
© Fusion C Special Summon Disabled 


e Hand [3] Fusion Material 


(o) Temporarily Removed Monster 
7g Temporarily Removed Card 


DUELS/ Duell Controls (3) 


Select Cards for Effects i UETES || 


When selecting target cards for Spell/Trap Cards and Effect Monster 
Cards, a list of possible target cards is displayed. 

To perform a Special Summon (P. 64) using effects like “Monster Reborn,” 
select the card you want to Special Summon with the A Button, then 
choose “OK” at the bottom of the screen with the A Button. 


Move the cursor to a card and press and hold the R Button to view a 
description of that card. You can scroll through long descriptions by 
pressing Up/Down on the +Control Pad. 


A confirmation message will appear when you declare an diiack, at the 
end of your opponent's turn, and when you can create a Chain (P. 70) of 
multiple effects. If you want to activate a Quick-Play Spell or Trap Card, 
select “Yes,” move the cursor to the next card, and select “Activate” from 
the Duel Menu. 

By holding down the A Button during a Duel, you can make the activation 
confirmation message appear even if you do not have any cards that can 
be activated. (In these cases, you can confirm the message.) 


Press the B Button during your Main Phase (1 or 2) or Battle Phase to 
display the Phase Menu. Select a phase by pressing Left/Right on the 
+Control Pad to proceed to that phase (P. 53). 


> Skipping Activation Confirmation 
You can skip over activation confirmation messages by holding down the B Button during a Duel. 


38» 


Duels are conducted in accordance with the rule set from the 
“Yu-Gi-Oh! TRADING CARD GAME.” 


Duel Basics = SN aaa | | 


pp> Cards 
Cards can be separated into the following 3 categories based on their usage: 


Monster Cards 
Monster Cards are used to attack your opponent. There are some extremely 
powerful cards that must be summoned in a special way and some that have 
special effects. 


Spell Cards 
Spell Cards have many various effects, such as strengthening monster 
abilities and changing the field terrain. Use of these cards strongly affects 
the outcome of a Duel. 


Trap Cards 


Set Trap Cards on the field to use them. They are activated in response to an 
opponent's monster attack or spell and they negate the effects of the attack 
or spell. 


Duel Field i ie UU 


The Duel Field is where you and your opponent place cards during a Duel. Each duelist has a field 
like the one shown in the figure below. The two fields are positioned opposite one another. Cards 
can be placed in the following areas on the field: 


El MONSTER CARD ZONE 
Monster Cards are placed 
here. These can be set on the field. One card can be drawn from 

BI FIELD CARD ZONE Gi GRAVEYARD this Deck during the Draw 
Field Spell Cards are placed Cards that have been destroyed Phase. 
here. are placed here. EI SPELL & TRAP CARD ZONE 

E1 FUSION DECK ZONE [Fl REMOVED CARD ZONE Spell/Trap Cards are placed 
Fusion Monster Card Deck is Cards eliminated during a Duel here. 
placed here. are placed here. 


HAND 
Cards in your Hand are placed here. Your Main Deck is placed here. 


DECK ZONE 


Ain this card game, a single battle between two duelists that determines a winner and loser is 
called a Duel. 


An Link Duels (P. 25), you can select a Match Duel, where winning two of three Duels wins the 
Match. Before the second and third Duels of a Match Duel you can exchange cards between 
the Main and Side Decks. The loser of the previous round can choose to go first or second. (If 
the Duel ended in a draw, it is decided by a coin toss.) 


>>> Match Duel Rules 
One Match in a Match Duel takes place within a specified time limit. Three minutes are allowed 
for each of your turns, and exceeding this will result in a loss. Deck Exchanges are not included in 
this specified time limit. 

If all 3 Duels are finished within the specified time limit, and the Match results in a draw, then an 
“Extra Duel” will take place. Also, if the Duels are not finished within specified time limit, then the 
Match proceeds to an “Extra Turn.” 


The rules are slightly different from the Match Duel rules. 


Extra Turn 

In the event that a Match is not decided within the time limit, it will proceed to an “Extra Turn.” This begins 
from your opponent's next turn, and consists of a total of 3 turns. 

If the Match has exceeded the time limit during the first Duel, the player with the most Life Points left the 
end of the “Extra Turn” is the winner. In the event that both players have the same amount of Life Points left, 
the Match goes into “Sudden Death.” 

If the Match goes into an “Extra Turn” during the second or third Duel, the player who has won the most 
Duels at the end of the “Extra Turn” is the winner. In the event of a draw, the match proceeds to an “Extra 
Duel.” 


Extra Duel 

In an “Extra Duel,” both players’ Life Points are set to 8000 and they each receive 2 turns. At the end of 
these 4 turns, the player with the most Life Points is the winner. In the event that both players have the same 
amount of Life Points, the Match proceeds to “Sudden Death.” 


Sudden Death 
The Duel continues until there is a difference in Life Points, in which case the player with the higher amount 


of Life Points is the winner. Card effects that require the player to pay Life Points also count as a loss of Life 
Points, ending “Sudden Death.” 


(27 You can only have up to three copies of each card between your Deck and Side Deck. Also, 
there can only be one copy of each “Limited Card” between your Deck and Side Deck, and 
only up to two copies of each “Semi-Limited Card” between your Deck and Side Deck. You 
cannot use “Forbidden Cards” in either your Deck or your Side Deck. 

*Cards which are defined as “Forbidden Cards” change as you advance through the game. 
*For more details on Forbidden and Limited Cards, see the Forbidden/Limited Card List (P. 30) in the game. 


©The cards you use in a Duel are called a Deck. In this game, you build a 
Deck with between 40 to 80 cards, excluding Fusion Monster Cards. 
Fusion Monster Cards form their own Fusion Deck of up to 30 cards. 
*You can Duel with or without any cards in your Fusion Deck. 


Duel outcomes are decided according to the following rules: 


MM Each player begins a Duel with 8000 Life Points (LP). Life Points are subtracted when either a 
player or Monster fails to defend against an opponent's attack. You win if your opponent's Life 


In addition to the Deck used in battle, players can have an extra 15 cards for use in battle. This Points reaches 0. Your opponent wins if your Life Points reaches 0. 
is called the Side Deck. It's possible to switch cards between the Side Deck and the Main EAif both players’ Life Points reach 0 at the same time, the Duel is declared a draw. 
i 3 trategically. M the F : 
—— ice aay ~ sya bangers a he Make sure Jif either player's Deck runs out of cards, the first player unable to draw a card loses the Duel. 


*In this game, players can Duel with a Side Deck that is less than 15 cards. 


EJ Cards that are not in your current Deck or Side Deck are in your Trunk. Build a Deck and a 
Side Deck by moving cards to and from your Trunk. 


(Ulf, at any time during the Duel, a player 
holds all 5 of the “Exodia Series” cards in 
his/her Hand, that player wins the Duel. If 
a player draws these 5 cards at the 
beginning of a Duel, that player is 
declared the winner immediately after 
the Duel begins. 


Tlf a player has the “Destiny Board” and 
all 4 “Spirit Messages” on his/her field, 
that player wins the Duel. 


DEST BaARO & 
"7 —— 


Exodia Series 


Right Leg of the Forbidden One 


Left Leg of the Forbidden One 


Right Arm of the Forbidden One 


Left Arm of the Forbidden One 


Exodia the Forbidden One 


Destiny Board 


Destiny Board 


Spirit Message “I” 


Spirit Message “N" 


Spirit Message “A” 


Spirit Message “L” 


EA Deck Preparation 


Organize your Deck before the start of the Duel. Make sure that your Deck 
contains at least 40 and not more than 80 cards. 


{Set the Attack Order 
In Campaigns, when the computer wins the coin toss it will decide to 
attack first or second at random. 


E24 Draw a Hand 
5 cards are automatically drawn from the top of the Deck. These 5 cards 
become your initial Hand at the start of the Duel. 


(1 Draw Phase 
One card is drawn automatically from your Deck and added to your Hand. 


UE 5 es 


4 Standby Phase 

Effects of some Monster and Spell/Trap Cards are activated during this 
phase. Follow the instructions on cards that require you to perform actions 
during this phase. 


[=] Main Phase 1 
You may set or play Monster and Spell/Trap Cards during this phase. Each 


card must be placed in the appropriate place on the Duel Field. Each player 
can have only 5 Monster and 5 Spell/Trap Cards (not including Field Spell 


discard a card on the field and replace it with a new one. You must find a 
way to destroy the cards on the field before placing new ones. 


Monster Cards 

A “Normal Summon” is when a Monster Card is summoned from your Hand without using the power of 
Spells or Traps. You must decide the position of the card whenever you do a Normal Summon. Attack 
Position is displayed face-up and placed vertically. Defense Position is displayed face-down and 
placed horizontally. Placing the card in Defense Position is called “Setting” the card. You cannot 
change the position of the card that you Normal Summoned during the same turn that the card was 
Normal Summoned, so decide upon placement carefully. You can change the position of cards that 
were already on the Duel Field once during this phase. Excluding special circumstances, you cannot 
change the position of cards that were already changed one during the same turn. Additionally, you 
can activate the effects of Effect Monsters during this phase. 


Spell/Trap Cards 

Spell Cards may be set either face-up or face-down. Trap Cards must be set face-down. You may 
activate the effects listed on the card by positioning the card face-up. Spell Card effects are usually 
activated when the card is positioned face-up and only last for one turn. After a card is activated, it is 
destroyed and sent to the Graveyard. Exceptions to this rule include Equip Spell Cards that strengthen 
Monsters, Field Spell Cards and Continuous Spell Cards. Trap Cards, if their effects are not continuous, 
are also destroyed after being activated. You may also perform Ritual Summons and Monster Fusions 
during the Main Phase. 


&A Battle Phase 
Each Monster that is in face-up Attack Position on the field can be used 
once to attack your opponent. At the beginning of a Duel, the starting 
player may set cards on the field during his/her first turn, but cannot attack. 
The next player may attack during his/her first turn. You are not required to 
enter the Battle Phase. You may move directly from Main Phase to End 
Phase and end your turn. 


Monster Cards 


You can have any number of Monsters on the field participate in an attack as long as they are in Attack 
Position (change Monsters from Defense Position to Attack Position during the Main Phase before 
attacking). Attacking Monsters must target the opponent's Monsters if there are any on the field 
(players cannot normally be attacked directly if there are any Monsters on their Duel Field). 


This section explains how to attack your opponent's Monsters. 


Upon entering the Battle Phase, you (the attacker) must select a Monster to execute an attack 
and designate one of your opponent's Monsters as the attack target. If there are no Monsters on 


L 


your opponent's Duel Field, your Monsters will target your opponent directly. Each Monster can 
only attack one target, either one of your opponent's Monsters or your opponent, and can only 
attack once during that turn. After the first Monster attacks, you may order another Monster to 
attack. You may repeat these steps for all Monsters on your field in the Attack Position, but you 
are not required to do so, You should decide when and which Monsters you order to attack based 
on the situation. 

When you attack a Monster in face-down Defense Position, the Monster Card is flipped face-up. 
If that Monster happens to be a Flip Effect Monster, the effect is activated as soon as the card is 
flipped. Once a Monster has attacked, it remains in the Attack Position. These Monsters are 
treated just as if they had been placed in the Attack Position and cannot be changed to the 
Defense Position in the Main Phase 2 of that turn. 

Monsters destroyed in an attack or by the effects of a Spell/Trap Card are sent to the Graveyard. 


Spell/Trap Cards 

You may use Spell/Trap Cards that have been set in the Spell/Trap Card Zone, but usually only the 
effects of Quick-Play Spell Cards are activated. You can also play Trap Cards. Use the cards that best 
fit your situation. Spell/Trap Cards are sent to the Graveyard as they are used. 


os ad De 
dips 


f=] Main Phase 2 
This phase begins at the end of the Battle Phase. As in Main Phase 1, you can perform Fusion and 


Ritual Summons as well as play Spell/Trap Cards. If you did not summon a Monster during Main pp mhase Jo of os Entire Duel - 
Phase 1, you can also summon a Monster. You can change the position of Monsters if their The following figure illustrates the progression of Duels: 
ont changed in Main Phase 1 and if they did not participate in any attacks during ak Ma Deck Decide Starting Player Ga Gas ts gO 


FJ End Phase “¥_Duel Start 
Announce the end of your turn during this phase. If you have more than 6 Starting Player Turn 
cards in your Hand at this point, you must select cards to send to the 
Graveyard until you have no more than 6 cards in your Hand. Draw Phase (DP) Battle Phase (BP) © Start Step 
Your opponent's turn then begins. | Vv vv 2) Battle Step 

Standby Phase (SP) Main Phase 2 (M2) . Damage Step 
[72] Duel End = : or endeiibaae wv End Step 
You and your opponent alternate turns beginning with the Draw Phase and Main Phase 1 (M1) is skipped End Phase (EP) 
continuing through the End Phase. The Duel ends when either you or your 
opponent meets the victory conditions (P. 45). bd 

Next Player Turn 


“'W’_Victory Conditions Met 
| Duel End 


VCARDSTYPES|(1) 


The three main types of cards used in this game are Monster Cards, Spell Cards, and Trap 


Battle Phase Flow 


The Battle Phase is made up of the following 4 steps: Cards. Each card type has unique characteristics and uses. During the game, you can view 
the details of any particular card by using the “Card View” icon (P. 34). 
START STEP Enter the Battle Phase. Both players can use Quick-Play Spell and Trap Cards. x Moma Gaids 
Vv @ Card Name Gi Type/Category ‘ 
You select one Monster to execute an attack and designate on of your opponent's Monsters as the Monster Card's Level The monster card’s type and 
BATTLE STEP target. Both players can use Quick-Play Spell and Trap Cards. : asia = category (for rituals and effects). 
d Pict 
7 pore Picture , EA Card Details 
Attacks are executed and damages calculated. The Flip Effects of Monsters are revealed at the end EF Monster Card's Attribute A detailed explanation of the card, For - 
DAMAGE STEP | of this step. However, Flip Effects do not affect any monster that has already been destroyed as a i ATK/DEF example, the card details for a Fusion Monster show the needed Fusion 
result of the damage calculation. ATK(Attack)/DEF(Defense) Materials, and the details for an Effect Monster show the monster's effects 
Ww display. and activation conditions. 
END STEP You repeat the Battle and Damage Steps. When you can no longer take any actions, the battle is Spell/Trap Cards 
over. Both players can use Quick-Play Spell and Trap Cards. OI Card Name Gi Card Details 
Bi Card Picture Detailed explanations of the card. Shows 


the effects and activation conditions. 
BF Spell/Trap Card Icon 


Spell Cards havea ©, 5 Type/Category 
Trap Cards havea @. The card's type and category 
(equip, continuous, etc.) 


Monster Cards 


Monster Cards are the basic cards used to 
attack an opponent. Monster Cards are 
categorized by Type and Attribute. There 
are 20 different Types and 6 different 
Attributes. The difference between Type 
and Attribute influences how the effects of 
Spell Cards affect the Monster. Level (stars) 
indicates the overall strength of the 
Monster. 

There are several different Classes of 
Monster Card. Both “Fusion Monster 
Cards” and “Ritual Monster Cards” must be 
summoned in a special way and “Effect 
Monster Cards” have unique effects. 


>>> Normal Monster Cards 


TYPE 
WARRIOR |sPeticaster] FAIRY | FIEND | ZOMBIE 
MacHine| Aqua | PYRO | ROCK | WINceD-BeAsT 
PLANT | INSECT | THUNDER | DRAGON | BEAST 
BEAST WARRIOR] DINOSAUR| FISH | SEASERPENT| REPTILE 
ATTRIBUTE 
ugHT | DARK 
| EARTH | WATER | ‘MYSTICAL ELF © 
FIRE | WIND 


One Normal Monster can be summoned during the Main Phase each turn. 
Level 5 or higher Monsters can only be summoned by offering either 1 or 2 


other Monsters as tributes (P. 63). 


ATR’ B00 DEF / 2000 


Card color is 
DARK YELLOW 


>>> Fusion Monster Cards 


Fusion Monster Cards are special cards that are summoned with 2 or more 
Fusion-Material Monsters and the Spell Card “Polymerization.” The basic 
abilities of Fusion Monster Cards are no different from those of Normal Monster 
Cards, but the method used to summon them to the field is different (P. 64). 


Since Fusion Monsters are summoned with a Special Summon, you can use a 
Normal Summon (or Tribute Summon) to summon another Monster during the 
same turn. Also, when these cards are forced to return to your Hand as a result of 
a Monster Effect, they are returned to the Fusion Deck and not your Hand. 


Card color is 
BLUE-VIOLET 


b>> Ritual Monster Cards 


Ritual Monster Cards are special cards that can only be summoned with the 
Ritual Spell Card for a particular Ritual Monster, and enough Monsters for tribute 
to satisfy a fixed set of conditions. The basic abilities of Ritual Monsters are no 
different from those of Normal Monsters, but the method used to summon them 
to the field is different (P. 65). Read the fixed set of conditions and then follow the 
instructions outlined on the each card. 


Like Fusion Monsters, since Ritual Monsters are summoned with a Special Summon, you 
Can summon another monster during the same turn with a Normal Summon. 


Card color is | 
BLUE 


Effect Monster Cards 


Effect Monster Cards are Monster Cards that have special effects. They are 
summoned just like Normal Monster Cards. The effects can be broken down into 
the 5 main categories, but the effects vary widely depending on the card. For 
details, view the detailed information on each card. 


pk 
The monster's effect is activated when the card is flipped from face-down to a 1 bers 6 i 
face-up (P. 68). The effect is also activated if the card is flipped in response Card color is 
to an attack or the effects of a spell. ORANGE 


This type of effect remains active for as long as the card is face-up on the field. The effect stops 
as soon as the card is changed from face-up to face-down. 


This type of effect is activated by discarding your Hand or by paying Life Points (LP). Associated 
costs vary with each card. 


This type of effect is activated when direct damage is inflicted on your opponent or when some 
other specific requirement indicated on the card is satisfied. 


Multi-Trigg 
This type of effect can be activated during an opponent's turn. Discarding the card from your 
Hand during the Battle Phase activates the effect. “Kuriboh” is an example of this type of card. 


ell Cards 


There are many different types of Spell Cards. With the exception of Quick- 
Play Spell Cards, you can only use Spell Cards during the Main Phase of your 
own turn. 

b> Normal Spells 


As long as the card does not have a “Continuous Icon,” it is destroyed 
immediately after it is activated. “Raigeki” is one example of a powerful Spell 
Card, but there are many other powerful cards. 

* There are exceptions to the rule: “Swords of Revealing Light” remains on the field for 3 turns 
peP Equip Spells 

Use these Spell Cards to equip Monsters (P. 67). They remain on the field until the Monster 
equipped by the card is destroyed. When the Monster is destroyed, the Equip Spell Card is also 
destroyed. You can equip a Monster with more than one Equip Spell Card. 

b> Field Spells 


These cards are used to change the terrain of field (P. 67). The field terrain affects the abilities of 
the monsters on the field, altering the Attack and Defense strengths. 


Card color is 
GREEN 


>> Quick-Play Spells 
These special Spell Cards can be played during any phase. As long as the card has been set on 
the field, you can even activate it during an opponent's turn. 
>>> Ritual Spells 

These cards are required to summon Ritual Monsters. Each card can only be used to summon the 
Monster indicated on the card. 
>>> Polymerization 


The following rules are used to determine the amount of damage inflicted on Rip 
4 Monster during a Duel. 


b> Your Opponent's Monster Is in Attack Position 


; : ~ When you attack a Monster that is in Attack Position, damage is determined by comparing the 
This card is required to summon Fusion Monsters. ATK (Attack) Points of both Monsters. 


Trap Cards damm | | Your ATK Points > Opponent's ATK Points 


Once set on the field, these cards can be activated at any time after the start When the ATK Points of your Monster are greater than those of the Monster you're attacking, the Monster 
of your opponent's next turn. you're attacking is destroyed. The difference in ATK Points is subtracted from your opponent's Life Points. 


>> Normal Traps 


As long as the card does not have a “Continuous Icon,” it is destroyed 
immediately after it is activated. It cannot be played during the same turn in 
which it was set. 

>>> Counter Traps 


Your ATK Points = Opponent’s ATK Points 
When the ATK Points of your Monster are equal to those of the Monster you're attacking, both 
Monsters are destroyed. There is no effect on the Life Points of you or your opponent. 


Your ATK Points < Opponent’s ATK Points 

When the ATK Points of your Monster are less than those of the Monster you're attacking, your 
This type of trap is activated as a countermove to an opponent's summon or Cal calonia Monster is destroyed. The difference in ATK Points is subtracted from your Life Points. 

spell and cancels out the effect of the summon or spell. PURPLE 


Ya 


Your Opponent's Monster Is in Defense Position Summoning Monsters meee | 
When you attack a Monster that is in Defense Position, damage is determined by comparing the We Garious methods for 3 5 ; cin 
d é : placing Monsters on the Duel Field are listed below. They are divided 
ATK Points of your Monster and the DEF (Defense) Points of the Monster being attacked. into summons that can only be performed once per turn and summons that can be performed 
Your ATK Points > Opponent's DEF Points more than once. In contrast to “Normal Summons,” in which a Monster is summoned to the field, 


there are “Special Summons,” which involve Special Summon Monster Cards, and Special 


When the ATK Points of your Monster are greater than the DEF Points of the Monster you're attacking, the . 
Monster you're attacking is destroyed. There is no effect on the Life Points of you or your opponent. Summons resulting from the effect of another card. 

p> Normal Summons (limited to one per turn) 
Your ATK Points = Opponent’s DEF Points Summon 
When the ATK Points of your Monster are equal to the DEF Points of the Monster you're attacking, neither The most common method of placing Monsters onto the Duel Field is a summon, and involves placing a 
Monster is affected. There is no effect on the Life Points of you or your opponent. Monster from your Hand onto the Duel Field in face-up Attack Position. All Normal Monster Cards and 
Your ATK Points < Opponent’s DEF Points ay Cards without specific restrictions for summoning are summoned in this way. 

mpute sum 


When the ATK Points of your Monster are less than the DEF Points of the Monster you're attacking, neither 


Monster is affected. However, the difference between the ATK and DEF Points is subtracted from your Life Points. In order to summon a Monster of level 5 or higher, you must pay Tributes by sacrificing one or more 


Monsters on the field (by sending them to the Graveyard). This method of summoning is called a 
Tribute Summon. Level 5-6 Monster Summons require you to pay 1 Tribute, and Level 7 and higher 
Monster Summons require you to pay 2 Tributes. Tribute Summons are counted as Normal Summons, 
‘and thus cannot be performed if another Normal Summon has already been performed that same turn. 


([tevel5-6 [Pay 1 Tribute Level 7 and up| Pay 2 Tributes 


Opponent Has No Monsters 


When your opponent has no Monsters in the Monster Card Zone, your 
Monster attacks your opponent directly. The ATK Points of your attacking 
Monster are subtracted from the Life Points of your opponent. 


Set 


Similar to a summon, this places a Monster onto the Duel Field in face-down Defense Position. Setting 
4 Monster of level 5 or higher requires Tributes as well. 


— DUEL RULES!(3) 


>>> Special Summons (unlimited times per turn) 


The summoning of Monsters as a result of a Fusion, Ritual, Spell or Trap like “Monster Reborn,” 
or as the effect of an Effect Monster, is called a Special Summon. 
Fusion 

A Fusion is the summoning of another Monster by using two or more of 
your own Monsters and one Spell Card “Polymerization.” 


You can perform a Fusion by using the Spell Card “Polymerization” in combination with the 
required Fusion-Material Monsters (two or more) on the field or in your Hand. Each Monster that is 
summoned with Fusion (called a Fusion Monster Card) details which Monsters it requires as 
Fusion-Materials. Fusion Monsters come from the Fusion Deck, and when destroyed are sent to 
the Graveyard, or when returned to your Hand, are sent to the Fusion Deck. Fusion Monsters are 


treated as Special Summon Monsters, and are immune from the effects of cards such as “Trap 
Hole.” 


Fusions are performed with the following steps: 


Place the Spell Card “Polymerization” onto the Spell/Trap Card Zone of the Duel Field when 
Fusion-Material Monster A and B are present on the field or in your Hand. 


EtThe Fusion Monster C made by fusing Monsters A and B is taken from the Fusion Deck and placed 
on the Monster Card Zone of the field (the Fusion Deck is a Deck formed only of Fusion Monsters, 
and is separated from the Main Deck and placed on the Fusion Deck location of the field). 

El) Monsters A and B, as well as the Spell Card “Polymerization” used for the Fusion, are all sent 
to the Graveyard. 

Ritual 

A Ritual Summon differs from a Normal Monster Summon and involves the placing of Ritual 

Monster Cards by performing specific steps. Performing a Ritual Summon requires a Ritual Card 

(Spell Card) specific to the Ritual Monster, as well as Tribute Monster Cards whose total levels 

equal or exceed the level of the Ritual Monster to be summoned. Monsters summoned by a Ritual 

Summons are treated as Special Summon Monsters, and are immune from the effects of cards 


such as “Trap Hole.” The following example describes the steps used to Ritual Summon the Ritual 
Monster “Black Luster Soldier” (LV 8). 


HN The Ritual Monster “Black Luster Soldier” is in your Hand, and you have enough Monsters to 
fulfill the Tribute requirement for that card. Place the Ritual Spell Card “Black Luster Ritual” 
onto the Spell/Trap Card Zone of the field. 


E’Pay the Tribute using Monsters in your Hand or on the field such that the number of total stars 
of these Monsters equal or exceed 8. 


The Monsters used as Tributes for the “Black Luster Ritual” are sent to the Graveyard, and 
“Black Luster Soldier” is placed onto the field. 


Tributes and the Number of Stars 

When choosing Tributes for a level 8 Ritual Monster, you cannot first choose a level 1 Monster 
followed by a level 8 Monster. If a Monster has, by itself, enough stars to be the tribute, you cannot 
choose this monster as the 2nd tribute. 


Using Spell Cards such as “Monster Reborn” and “Premature Burial,” you can bring a Monster 
from the Graveyard back onto the field. Monsters summoned in this manner are treated as 
Special Summon Monsters, and are immune from the effects of cards such as “Trap Hole.” Fusion 
Monsters and Ritual Monsters that are directly sent to the Graveyard cannot be summoned in this 
manner. Fusion Monsters and Ritual Monsters that have been properly summoned onto the field 
and subsequently sent to the Graveyard through battle or from the effect of a Spell may be 
summoned from the Graveyard. 


Flip Summon (unlimited times per turn) 


Changing a Monster that is face-down in Defense Position to face-up 
Attack Position is called a “Flip Summon.” 


spe a GO 
be> Equip Spell Cards 


Equip Spell Cards, which make Monsters stronger, can only be used with the 
Monster designated on the card. The cards can only be used when the 
Monster is face-up in Attack Position. The card remains on the field after use, 
but if the Monster equipped by the card is destroyed, the Equip Spell Card is 
sent to the Graveyard. 

Move the cursor over the Equip Spell Card(s) or the Monster Card being 
equipped to display the equipment for that Monster. 


»> Field Spell Cards 


These cards are used to change the terrain of the field. Depending on the type 
nd attribute of a Monster, the new terrain may put the Monster at an 
advantage or at a disadvantage. If the new terrain is advantageous to a 
Monster, you will notice an increase in the Monster's abilities; if it is 
disadvantageous, you will notice a decrease in the Monster's abilities. 

Only one Field Spell Card can be in play on the field at one time. When another 
Field Spell Card is played, its effect is activated immediately. The previous Field 
Spell Card is sent to the Graveyard. 
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>>> Flip Effect Monster Cards 


Effect Monsters are monsters that have spell-like effects. There are various types of effects, but 
the “Flip Effect Monster Cards” can only be activated in certain conditions. The effects of a Flip 
Effect Monster are activated when a card placed face-down on the field is flipped face-up 
through some indirect action. For instance, a monster is flipped when attacked or as a result of 
spell or some other effect (Flip Effects would be activated with a card like “Swords of Revealing 
Light,” but not with “Raigeki,” since the Monster Card is destroyed without being flipped over). 


You can also activate Flip Effects in the following way: 
© Set the Flip Effect Monster on the field in face-down Defense Position. 


EA Since you can't change the position of a card in the same turn you summoned it, perform a Flip 
Summon during your next turn to activate the effect. 


Spell Counters are counters required to activate the effects of certain cards. 
You cannot place the counter on a card that is unable to use it. 

Move the cursor over a card that has a Spell Counter on it to see the current 
count in the Information Window (P. 33). 


ard Destinations re ee 


Battles and the effects of spells or traps send cards to various destinations during a Duel. The 
card type and the Duel event influence the final destination where the card is sent. 
>>> Monster Cards 


Monster Cards destroyed in battle are sent to the Graveyard. When sent to your Hand or Main 
Deck, Monster Cards are returned to your Hand or Main Deck respectively. When Fusion Monster 
Cards are sent to Your Hand, they are returned to the Fusion Deck and not your Hand. 

Eliminate: ym Di 

When the siete of Spell or Trap Cards eliminate a Monster Card from a Duel, the card is sent to 
the Removed Card Zone and can no longer be used in the Duel. 

Controlled by Opp 

If your opponent takes control of one of your Monster Cards with “Monster Reborn” or “Change 
of Heart” and it is destroyed, the card is sent to your Graveyard. If the card is sent to your Hand 
or Main Deck, it is returned to your Hand or Main Deck respectively. 

b> Spell/Trap Cards 

If the card is not a continuous card, it is sent to the Graveyard after its effect is activated. If the 
card is destroyed through the effects of a Spell or Trap Card, it is sent to the Graveyard. If the 
card is sent to your Hand, it is returned to your Hand. If eliminated from the Duel, it is sent to the 
Removed Card Zone. 
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cards until neither of you is able to continue. The effects of the Spell and 
Trap Cards are then processed starting with the last card played. 


It can be very difficult to determine the outcome of a complicated battle when several Spell or 


Trap Cards are played. The Chain rule was developed to make it easier to determine the outcomes 
of such battles. 


>>> Chain Structure 
> Chain Play 


: Blocks are stacked in the order in which the effects are activated. The game processes the 
Let's assume that duelist 1 plays a Spell Card. That spell is placed in a BLOCK called CHAIN 1. If effects of the cards starting with those from the last card played. Chains are comprised of 
duelist 2 plays a Spell or Trap Card in response to the initial Spell, it is then placed in the CHAIN 2 BLOCKS like those shown in the figure below. 

BLOCK. As the duelists respond to the other's plays, the BLOCKS are stacked on top of one 

another. When both duelists are unable to play any further cards, the effects of the Spell and Trap 
Cards are sorted out beginning with the top BLOCK or the final CHAIN. 


CHAIN 4 ry 
Counter Trap used against CHAIN 3. 


Here's how it would work in an actual game: 
Your opponent plays a Spell Card. This becomes “CHAIN 1” and is placed in BLOCK 1. 


» If you have a card that can be played in response to your opponent's 
Spell Card, the message “Chain another card?” is displayed on the 
screen. Select “YES” to start a CHAIN and play your card. This card 
becomes “CHAIN 2” and is placed in BLOCK 2. The CHAIN is displayed 


on the screen so that both you and your opponent can see the cards in 
the CHAIN. 


CHAIN 2 
Quick-Play Spell or Trap used against CHAIN 1. 


CHAIN 3 3 
Counter Trap used against CHAIN 2. : 


fi CHAIN 1 
Effect from initial Spell, Normal Trap or Effect Monster. 


— CHAINS}(2) 


Spell, Trap and Effect Monster Cards all have speed settings. To create or continue a Chain, the 
card must have a speed setting greater than the previous card played. 


* Normal Spells * Equip Spells * Field Spells 
* Effect Monster (Continuous, Cost, Trigger, Flip) 


* Quick-Play Spells * Normal Trap * Effects Monster (Multi-Trigger Effect) 
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* Counter Trap 


>>> Spell Speed 1 


Spell Speed 1 Cards are the slowest. These cards can never be played in BLOCK 2 of a chain. 


They are the only cards that cannot be played in response to a Spell, Trap or Effect Monster Card 
of the same speed. 


>>> Spell Speed 2 


Spell Speed 2 Cards can be played in response to Spell Speed 1 and 2 Cards. 
>>> Spell Speed 3 

Spell Speed 3 Cards can be played in response to cards of any spell speed. The only cards that can be 
played in response to these cards are other Spell Speed 3 Cards. 


Blocks in a chain can be stacked as long as the duelists can play cards with the necessary spell speed. 
T= 
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WARRANTY 


Konami Digital Entertainment - America warrants to the original purchaser of this Konami 
software product that the medium on which this computer program is recorded is free from 
defects in materials and workmanship for a period of ninety (90) days from the date of 
purchase. This Konami product is sold “as is,” without express or implied warranty of any 
kind, and Konami is not liable for any losses or damages of any kind resulting from use of this 
program. Konami agrees for a period of ninety (90) days to either repair or replace, at its 
option, free of charge, any Konami product, postage paid, with proof of date of purchase, at 
its Factory Service Center. This warranty is not applicable to normal wear and tear. This 
warranty shall not be applicable and shall be void if the defect in the Konami software product 
has arisen through abuse, unreasonable use, mistreatment, or neglect. 


THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS 
OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE KONAMI. ANY IMPLIED 
WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE 
NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT WILL KONAMI BE LIABLE FOR 
ANY SPECIAL INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, 
USE OR MALFUNCTION OF THIS KONAMI PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or 
exclusions or limitations of incidental or consequential damages so the above limitations 
and/or exclusions of liability may not apply to you. This warranty gives you specific rights, 
and you may also have other rights which vary from state to state. 


If you experience technical problems with your game, please call our Warranty Services 
number at (650) 654-5687, from 9:00 am to 5:30 pm PST, Mon-Fri. 


Konami Digital Entertainment - America 
1400 Bridge Parkway 
Redwood City, CA 94065 


CONSUMER SUPPORT 


If you feel stuck in the game, or just need a boost, don't worry! 
You can call the Konami Game Hint & Tip Line for help on many Konami games. 


Konami Game Hint & Tip Line: 1-650-801-0465 


Hints are available 24 hours a day. Availability is subject to change. 


Becomea KOINAMI INSIDER 


_ Register now to become a “Konami Insider” at www.konami.com/gs/ 
_ to be automatically entered in a monthly drawing to win FREE games 
: and receive exclusive game play tips and product news! 
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